








CALL 
TOLL FREE 

1-800-538-8543 

A WORLD LIGHT-YEARS BEYOND 
YOUR IMAGINATION... 

THE GAME 
THAT TAKES 
YOU THERE! 

ATARI KRULL 
ARRIVES 
IN SEPTEMBER — 

ORDER NOW FOR 
FASTEST DELIVERY! 



CLUB 
MEMBER 

SwordQuest EarthWorld Prize Claimed by Atari Club Member Steven Bell 

On May 2, seven SwordQuest and Matthew pulled ahead of the pack with an ea 
EarthWorld finalists met at Atari --- 
headquarters in Sunnyvale, California. 
They were seated before seven VCS -- — - 
—each containing a specially pro- players were stalled at level 4. For 

grammed championship version of 
EarthWorld. Their challenge —be 

$25,000, studded with emeralds, diamonds, and othi 

The contestants were given 90 minutes to comple 
competition—when time elapsed, the player who ha 
gressedfurthestthroughtheirvideoadventure . 
would be declared the winner. Many of the 
spectators thought no one could possibly 

-- “ Jt amazing everyone, 

game—the Talismar 

his quest for the gold. The other finalists included two fresh¬ 
men from the University of New Orleans, a California house¬ 
wife, a U.S. Coast Guard lieutenant, and the youngest finalist 
a 16-year-old high school student from South Carolina, As the 
competition got underway, though, h'r 
-. — .-"-'-sa. a 21-yea 

and Dousse, but by the 

moved within one level ofvictoiy. Nine and one-half painstaking 
minutes later, a contest judge declared Bell the winner as he 
conquered the final level. 

"I really thought it would be easier,” Bell said. The 20-year- 
old champion said his winning strategy was to "take it easy, 

because you can make big mistakes if you try to go too 
fast." He first read about the competition in Atari Age 
magazine and decided to enter because he loves to 
play adventure games. 

Now he awaits the finals in 1984, where he 
will meet the winners of SwordQuest Fire- 
World, WaterWorld and AlrWorld 
in head-to-head competition 
for the Grand Pr- 

at$50,000.ed 

tis primary opponent 
seemed to belviatthew Bafasa. a 2f-year-old chemistry 
major from North Central Michigan University. 
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AN ATARI 
CLUB 
EXCLUSIVE! 

How Can You Get ARCS? 
Lots of ways I You'll get ARCs as a bonus 

when you renew your Club membership — 
new members get some as a bonus for join¬ 
ing. You could earn more ARCs by 
becoming a Cub Reporter or 
Game-Grams Contributor for 
Atari Age. You might 
even win them in 
Club contests. 

Introducing an exciting new bonus 
system for Atari Club Members—ARCS I 

What's an ARC? 
ARC stands for Atari Redemption Cer¬ 

tificate. You can use these certificates to 
save on the latest Atari video games and 
other terrific Atari products. And ARCS 
are also your key to special Club offers 
and privileges —like previewing new Atari 
games before they're released to the 
general public, or the chance to 
tastic prizes in 



What Can You Do With Arcs? 
Your first chance to sample the power 

of ARCS will be a special money-saving 
cartridge offer described in detail with 

e first ARC you receive. And you'll find 
new ARC offers in every issue of Atari 

magazine. 
—another way The 

makes Atari fun 

details on the ARC 
Hrarnin the next issue of Atari Age, 

along with your first oppor- 
■ | Tunity to earn some: : 



Report 
CES—the Consumer Electronics 

Show. As little as five years ago, the 
spotlight at this twice-a-year exhibition 
was on the latest in stereos and color 
televisions. Today, these items still have 
their place, but the focus has shifted 
dramatically to the computer world. 
The talk of the show is hardware and 
software, bytes and disk drives, video 
games and home computer applications. 
And leading the industry at Summer 
CES in June was Atari, with two people- 
packed exhibits and literally dozens of 
astounding announcements. On these 
two pages, we've tried to capture a 
taste of the Atari excitement unveiled 
at CES. 



COMING \1G HQ1 
HOT NEW GAMES 

INTRODUCED 

ATTRACTIONS 

JOUST 

MOON 
PATROL 

DIG DUG 

Also coming for 
the Atari 5200: 

XEVIOUS TEMpEST 

ROBOTRON: 2084 



ATARI 

$£°™s 
C°toPUTERS 

Atari took a bold step forward in its 
home computer line by introducing four 
new home computers at the Consumer 
Electronics Show. They range from the 
600XL, with price and features which 

ull range of programs and 
peripherals will work with all four n< 
models, and with the 400,800, and 
1200XL models already in distribution. 
Not only does this em 

are the new models in a nutshell: 

les complete with 64K 
memory and a built-in disk drive, direct 
connect modem, and speech synthesizer I 

An extremely important consideration 
•' ;se new computers 

iM (expandable to 64K) 
• Full-stroke keyboard 
• Built-in ATARI BASIC programming 

language 
• 256 colors, 5 text modes, 11 

graphic modes, and 4 sound voices 

800XL includes all features 

variety of software availability, it also 

out sacrificing the investment they've 

• TV and monitor outputs 
1400XL includes all features of the 
800XLplus: 

1 4 programmable function keys 

• Built-in speech synthesizer 
1450XL includes all features of the 
1400XL plus: 
• Built-in double-sided dual-density 



LIGHT PEN AND 
DRAWING 
TABLET MAKE 

COMPUTER 
ART FAST 
AND FUN 



TAKE CONTROL! 
ATARI PRO-LINE CONTROLLERS SEND SCORES SOARING! 

ATARI 2600 
SPACE AGE 
JOYSTICK 
• Unique pistol grip contc 
• Quick, reliable self- - 

centering stick action 
• Fast-action trigger-style 

• Perfect for left- or right- 
handed players 

SPACE AGE JOYSTICK 
(single) Item Code A73 
Club Member Price: 
$ 14.95 ea 
BUY A PAIR 
AND SAVE I 
SPACE AGE JOYSTICK 
(pair) Item Code A74 
Club Member Price: 
$26.95 

2600 PRO-LINE 
JOYSTICK 
• "Human-engineered" 

design fits the shape of 
your hands 

• Incredibly responsive joy¬ 
stick control 

• Slim shape virtually elimi¬ 
nates tired hands 

• Two fire-buttons for easy 
play by left-or right¬ 
handers 

PRO-LIIME JOYSTICK 
(single) Item Code A75 
Club Member Price: 
$19.95 ea 
BUY A PAIR 
AND SAVE! 
PRO-LINE JOYSTICK 
(pair) Item Code A76 
Club Member Price: 
$35.95 











The #1 arcade hit in America is ready to roar into 
your living room —POLE POSITION! 

You'll feel like you're behind the wheel of a 
powerful Formula One race car in Grand Prix compe¬ 
tition. Engine droning louder as you shift gears on 
the straightaway.. .tires screeching as you hug the 
corner on a hairpin turn...your speed hitting the 
200 mph mark as you push that car for all it's worth to 
complete the lap and win 
extended play 

Nothing can touch the 
hard-driving excitement of 
POLE POSITION —the 
most popular racing game 
in history—only from Atari! 

EXCLUSIVE OFFER FOR ATARI CLUB MEMBERS! 

Order Atari 2600 or 5200 Pole 
Position from The Club and 

receive this tremendous 24 x 36 
inch Pole Position poster 

absolutely free!! 
Free poster offer expires 

September 30,1983 — 
order today! 
TO ORDER: 

CALL TOLL-FREE 
1-800-538-8543 

rith credit card orders. 

mvenient Mail 



The Making of 
a High-Tech Ad 

To sell this year's model, you can't 
use last year's commercial, 

by Michael Rozek 



ing the elements in the commercial (in¬ 
cluding a simple outline of the actor 
and his chair) into the E&S computer. A 
drawing of a particular object can be 
placed a top a data tablet—an elec- 

computer and outlined by hand with a 
special stylus. Some shapes are easier 

than others. "To express a square, for 
example," says Anderson, "Til mark its 
four corners with the slylus. For drawing 

three views—side, top, and front." Some 
shapes, as Hughes notes, are created 
by typing commands on the computer's 
keyboard: "With our software, if an ob¬ 

ject has curved surfaces, it's easier to 
- ' mathematically." 

Once an image appears on the video 
:reen, Anderson and Hughes can move 
around with a joystick or a series of 

'Motion-control cameras can 
only physically pitch and yaw a given 
distance/'saysAnderson, "butonceyou 
take choreography completely into the 
computer, you can fly objects on-screen 
all over the place and not worry about 
tangling up wires and equipment." 

elements for the final, on-film shoot are 
assembled. First, Abel's older, motion- 
control cameras are used to photo¬ 
graph the logo and titles. The camera 
slides toward or away from the titles on 
a track up to 50 feet in length. The titles 
themselves are positic--J- 

pitch-yaw configuration as the crea- 

the same software," explains Hughes). 

footage may b< 
try's word for the time-exposure te 
nique that can make a network logo 
look like it has a vapor trail. "It's simple," 
Anderson explains. "You open the lens 
of your camera partway while it's mov¬ 
ing, smearing the image." 

What about filling in all the objects 
outlined by the computer? Abel's vector- 
graphics system produces only white 
lines, not solid areas, so the computer is 
instructed to display a thicket of tightly 
packed parallel lines that, at a distance, 
resembles a solid shape. Then there is the 
task of adding color and shading to all 
these lines. "For most of the Atari job," 
says Hughes, "we simply placed color 
filters between the video screen and our 
thirty-five-millimeter movie cameras." 

Finally, it's time to film the live-action 
part of the commercial. For the Atari 
spot, the live action was filmed in front 
of what appeared to be a blue, 40-by-60- 

background could later be dropped out. 
"In the finished spot, the animated 

effects would be zooming around the 



actor," notes Anderson, "so as we shot 
him live, we also had to throw light on 
him from different directions. To pull 

system of computerized lighting cues, 
like the systems used at large rock con¬ 
certs. it coordinated eighty lighting 

actor watched the animaticon a hidden 
video monitor. "It took three days to 
coordinate all of it and program the 
lighting," says Anderson, "but we did 
the actual shooting in one day." After 
the matting process blended the syn¬ 

thetic and live-action footage, all that 
remained was to add the sound effects, 
make prints, and then produce copies. 

"But the technology is not in charge 
here," says John Hughes emphatically. 
"All of the power is where it should be, 
with the designers." 



Attention, Centipede smashers! We have 
the results of the bug-blasting Atari Club 
Centipede Contest which appeared in the 
March/April issue. There were dozens of 
entries tied at the top score of 683 points. Out 

H. Lucius of Inola, OK. His winning sequence: 
G,L,M.C.D,E,A,H,N,F. His prize: an Atari 1200 
Home Computer Nice shooting, Joel Second 
prize of 10 game cartridges goes to Chris Raess 
of Mt. Prospect, IL. The rest of the winners 
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GET YOUR 

□ 

FREE 
POSTER! 

Order Atari 2600 
or Atari 5200 

Pole position 
from the Atari Club — 
get this big 24' by 36" 

poster absolutely free! 

See details on page 19. 



“SEND US 
YOUR FACE” 

SHEEPSIRK 
The incredible Cosmic Contes- 

tamatic Binhopper lay waiting, 
overflowing with more entries 
than the Galaxy had ever before 
witnessed. Editor powerful mus¬ 
cles rippling from forefinger to 
elbow, plunged his hand into the 
teeming mail-strom. Deftly 
plucking out an envelope, he tore it 
open and pulled out a photograph. 
That face—human, yet somehow 
more than human. By the glowing 
gods of Gornisht, it was an Atari 
Club member! Surely, this was a 
face that must be shared with the 
world! 

What! Oh, the sweepstakes? 
Sorry, I got carried away...guess 
I've been spending too much time 
with our friends at DC Comics. 
But I was explaining this issue's 
sweepstakes. You see, we are 
going to make three Atari Club 
members famous by including 
them in a real DC comic book! All 
you have to do to enter is send us 
a clear photograph of yourself. It 
can be any size, in color or black 
and white, Sorry, none of your 
photos can be returned. 

On October 15,1983, your own 
true editor will grab three enve¬ 
lopes from all those received by 
September 30, rip those entries 
open and, as long as the photos 
contained therein are clear 
enough to work from, personally 
deliver them to the merry crew 
at DC Comics. The DC gang will 
draw our winners into a future 
issue of the Atari Force comic 
book—they’ll be famous! And to 

help them answer all the fan mail 
they’ll get, we'll toss in the Atari 
Writing System—that includes a 
brand new Atari 600XL computer 
the Atari 1027 Letter Quality 
Printer and the AtariWriter word 
processing system. Not only that, 
but well frame the panels of origi¬ 

nal artwork depicting our winners 
and give each of them one to keep! 

We'll pick out another 10 enve¬ 
lopes at random as second prize 
winners, and 200 more for third 
prize. Sorry, no fame for second 
and third prize winners—just Atari 
goodies. 

OFFICIAL RULES 
1. No purchase necessary to enter. 
Simply print or type the information 
requested on the official Atari Club 
Sweepstakes Entry Form gee reverse 
side of this page) or on a 3" x 5" card 

a clear photo- 
END US YOUR 
RO. Box 5068, 

and mail it along with 
of yourself to ~ 

Clifton, NJ 07015. 
2. Send as many entries as you like: 
one entry per envelope. Entries must 

be received by September 30,1983. 
3. Winners will be selected in random 
drawings conducted by the Editor of 
Atari Age whose decisions are final. Al I 
prizes will be awarded. Only one prize 
per family. There are no prize substitu¬ 
tions permitted, nor are the prizes 
transferable. Taxes on prizes are the 
sole responsibility of winners. Odds of 
winning depend on the number of en¬ 
tries received. Prize winners will be 
required to sign an affidavit of eligibil¬ 
ity and release which must be re¬ 
turned within five (5) days after being 
notified of winning. Winners, by sub¬ 
mitting their photos, hereby grant per¬ 
mission to Atari, Inc. and Aran Age and 
DC Comics to use their name, city 
and state and/or photograph for 
publication in connection with this 
sweepstakes and similar promotions 
without additional compensation. Ad¬ 

ditionally, Atari, Inc. and DC. Comics, 
Inc reserve the right to reproduce in 
whatever manner they see fit the like¬ 
ness of any entrant in this sweep- 
stakes without restriction. All photo¬ 
graphs become the property of Atari 
Age and none will be returned. 
4. Sweepstakes open only to U.S. resi¬ 
dents except employees (and their 
families) of Warner Communications, 
Inc., its advertising agencies, subsidi¬ 
aries, or affiliates. This Sweepstakes 
is subject to all Federal, State, and 
local regulations. Void where prohib¬ 
ited or restricted by law. 
5. For a list of winners, send a stamped 
self-addressed envelope to Winners 
List, The Atari Club, 1700 Walnut 
Street, Philadelphia, PA 19103. Also, 
the results will be published in the 
January/February 1984 issue of Atari- 
Age. 
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Arabian 
Atan has taKenaDaof.fr, 

No changes in the existing coin video records to report this time. However, 
we do have an official high score for one of Atari's newest games to announce. 
On Food Fight, 20-year-old Perry Rodgers scored 4,474,200 points injust 40 minutes. 
It happened on May 12,1983 at Martini's Family Fun Fair, San Luis Obispo, CA. 



First it was a computer game. Then it became a home 
video game. And now...it's a comic book! But it's much 
more than an ordinary comic, as the illustrations on 
these pages testify. Writer Elliot S. Maggin and artist 
Jose Luis Garcia Lopez have taken the gameplay of 
Star Raiders and ex¬ 
panded it into a deluxe 
62-page epic, full of ac¬ 
tion, adventure, and 
breathtaking graphics. 

Allow us to introduce 
the team of Tommy 
Hardtack (the one with 
the eyepatch) and Jed 
Poole (abovel, a pair of 
lonesome rebels in 
search of recruits to battle the evil Zylon menace. 
They meet Ezekial Vicker (left), an ancient survivor 
who, aided by an army of loyal Hukkas, uncovers a 
way to destroy the insectoid Zylons (right)—even 
though Zylons can regenerate themselves when 
they're destroyed! 



Though the strength of even a single Zylon far 
surpasses any mortal, Tommy and Jed finally man¬ 
age to dispatch their foe by using Ezekial's unique 
strategy (above). 

Now charged with a new sense of purpose, the two 
comrades soar off in search of new recruits—only to 
find the most ragtag crew imaginable (right). 

With only a bedraggled handful against the mighty 
Zylon empire (below), the odds are definitely not in 
their favor. But our rebels have a secret weapon—in 
fact, a weapon so secret even they aren't sure what it is.. 

We can't tell you what happens during the 
climactic conclusion of Star Raiders—you'll have to 
find out for yourself in the pages of DC Comic's 
graphic novel. But we promise that once you read it, 
you'll never forget it. 





OFFER EXTENDED AND EXPANDED! 

atari Safari 
CONTINUES! 



SPACE DUNGEON 
DUAL JOYSTICK CONTROL 
FOR UNIQUE 
SPACE BATTLE 

SPACE DUNGEON Club Member Price: S36.95 



ATARI 
VCS CARTRIDGE ADAPTOR 

PLAY VCS GAMES ON 5200 SYSTEM! 

THE ATARI CLUB HAS EVERYTHING 
YOU NEED FOR 5200 FUN! 



PAID 

Club Member I 


